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INFO

 There are several reasons why you 
may want to apply surface textures 

to finished 3D renderings in Photoshop. 
Perhaps you’re not a 3D expert and, 
although you can model objects 
effectively, you find texture mapping a 
frustrating experience. Those of you who 
are proficient in Photoshop, yet not so 
masterful when working in a dedicated 
3D application, should definitely pay 
attention to what I hope to teach you in 
this three-part Photoshop masterclass.

If you’d rather your 3D renderings 
didn’t look the same as the work of every 
other artist using the same application, 
then this is the route for you. Photoshop 

provides such a wide range of tools that 
you can easily map imagery onto your 
3D renderings in perspective to create a 
convincing result. And at the same time, 
Photoshop also provides the flexibility to 
create an original work of art using a 
texture-free 3D rendering, resulting in an 
image that deviates from the signature 
look of 3D modelling applications.

In the first part of this three-part series, 
we’ll shown you how to add textured 
images onto surfaces in perspective using 
a combination of Photoshop tools, both 
new and old. You’ll be shown the 
techniques you need to add artwork to 
individual surfaces, matching perspective 

perfectly on a series of layers using 
Photoshop’s new Vanishing Point tool. 

Once you’ve completed this month’s 
tutorial, don’t forget to save your files, 
because in the next issue you’ll be shown 
how to wrap images around cylindrical 
shapes and further explore the 
possibilities of smart objects. Stay tuned. 
 
 
 
Illustration and tutorial by Derek Lea 

www.dereklea.com

RESOURCES: A layered Photoshop file has been 
provided on this month’s cover CD to help you get 
started with part one of this tutorial
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Derek Lea explains how to add textured surfaces and tactile elements to 3D renderings in Photoshop. The unique 
results will reveal a combination of the depth provided by 3D and the painterly freedom of working in 2D

TEXTURE 3D IMAGES
30 minutes

INFO

Derek Lea  
is an award- 
winning 
illustrator 
and 

published author whose 
work includes disciplines 
as varied as illustration, 
3D modelling, vector 
work and Photoshop 
trickery.  He lives and 
works in Toronto, Canada 
and teaches illustration 
at Toronto’s International 
Academy of Design. You 
can see more of his work 
at www.dereklea.com.

ftp://ftp.futurenet.com/pub/arts/zinio/art119_part.zip


1Start by opening the 3Dlayers.psd file, 
provided on this month’s cover CD, in 

Photoshop. You can now use the Pen tool to 
draw a path that carefully traces the outline of 
the left side and top of the main figure’s torso. 
Generate a selection from the path in the 
Paths palette and then create a new layer.

2 Open up the yellow2.psd file from the 
cover CD. Select All and Copy. With your 

new layer targeted in your working file and 
the current selection active, choose Filter> 
VanishingPoint from the menu. Now use the 
Create Plane tool (the arrow) to click on the 
four points of his torso’s side to create an 
editing plane. This will define the perspective.

3Next use the Create Plane tool to click on 
the top centre point of the existing grid 

and drag it across to the right. This dragging 
will create a perpendicular grid across the top 
of the torso. Now use the Edit Plane tool to 
select the first plane and then press Control/
Command+V together to paste the copied 
image onto the plane.

4 Select the Transform 
tool, then click and drag 

on the corner points to 
reduce the size of the pasted 
image on the new plane 
within the area defined by 
your initial selection. Hold 
down the Alt/Option key, then 
click within the selected area 
and drag it onto the 
perpendicular plane.

5 Now use the Transform 
tool to click and drag on 

the bounding box handles, 
resizing the selected area 
until it covers the entire plane 
within the selection and then 
click OK to exit the Vanishing 
Point filter and apply the 
effect. Finally, change the 
Blending Mode of the layer 
you are working on to Multiply 
and then reduce the Opacity 
to 66 per cent.

6 Now duplicate the layer and change the 
Blending Mode of the duplicate layer to 

Overlay. Ensure that your selection remains 
active, be careful not to deselect it. Create a 
new layer in the Layers palette and then open 
the stripes.psd file from the cover CD. Select 
All, copy, and then return to the working file.

8 Select the Transform 
tool and then hold down 

the Alt/Option and Shift keys 
while dragging a corner 
point inwards. This will allow 
you to reduce the size while 
preserving proportion and 
scaling down towards a 
central point. Press OK to 
exit Vanishing Point. Change 
the layer Blending Mode to 
Hard Light and reduce the 
Opacity to 52 per cent.

7 You’ll need to ensure that the current 
selection is active and that the new layer 

is targeted in the Layers palette. Choose 
Filter>VanishingPoint from the menu and 
you’ll notice that the grids you previously 
created are still there. Press Control/
Command+V to paste the copied stripes.

The Edit menu’s Paste 
Into function is an 
excellent feature that 
allows you to paste 
something into your 
document as a new 
layer. The nifty part of 
this feature is that it 
masks the layer 
according to the 
currently active 
selection. By default 
the mask is not linked 
to the new layer in the 
palette, which allows 
you to position or 
reshape the contents 
within the mask and 
independently of the 
mask already applied 
to that layer.

PASTE INTO
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10 Target the top layer in the Layers palette and then press 
Control/Command+Shift+V to paste the copied image 

into your working file as a new layer that is masked based on 
the currently active selection. Target the new layer, not the 
mask, and then choose Edit>FreeTransform from the menu.

12 Change the Blending Mode of the layer to Overlay and reduce the 
Opacity to 22 per cent. Duplicate the layer, change the Blending Mode 

of the duplicate layer to Screen and increase the Opacity to 31 per cent. Now 
duplicate this layer, change the Blending Mode of the duplicate layer to 
Overlay and increase the Opacity to 100 per cent.

9 Open the rusty2.tif file from the CD. Select All and copy. 
Return to the working file and hit Control/Command+D to 

deactivate the selection. Use the Pen tool to draw a path 
around the central area of the main torso, but exclude the eye 
details and framework. Generate a selection from the path.

13 Repeat the methods outlined here to add textures to each of the 
remaining flat surfaces of the 3D rendering. There are a number of 

other surface textures included on the cover CD, so use them, but remember 
to employ a variety of Blending Modes and Opacity settings so that the 
textures blend in nicely with the underlying rendering.11When the bounding box appears, hold down the Control/Command key and then drag 

the four corner points to their respective positions on the chest plane. Holding down 
the Control/Command key allows you to distort the bounding box freely. When you’re satisfied 
with the results, press the enter key to apply the transformation.
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COMPOUND PATH 
SELECTIONS

Isolating areas of this 
3D rendered image 
with paths will get  
complicated in some 
regions. You’ll need to 
pay careful attention to 
the Path Area buttons 
in the Tool options bar 
while creating paths 
made up of multiple 
components. For 
instance, surround a 
desired area with the 
Add To Path Area 
button enabled then, 
when surrounding an 
area that will punch a 
hole in your selected 
area, ensure that the 
Subtract From Path 
Area button is pressed 
when you draw the 
path component 
surrounding the hole.  
These functions aren’t 
permanently fixed – 
you can always select  
a path component and 
then choose another 
path area function in 
the Tool options bar.


